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recautions 


subject your 0ame <JPak to extreme 
temperatures, either Rot or cofd. 

^fways store it at room temperature. 

touch the terminaf connectors on your 
Game <jpak. <T^eep it cfean and dust-jree 
by afways storing it in its protective 
pfastic sfeeve. 

try to disassembfe your Qamc <JPak. 

fet your 0ame (Pak come in contact 
with thinners, sofvents, benzene afeohof 
or any other strong cfeaning agents that 
can damage it. 





1. sure you ^ ave a controller pfuggeef into tRe 
one~pfayer port on the front-left of the machine . 

2. insert the (pinoccRio g-ame <JPak into your Super 
^ntendo Entertainment S^ stem ancf turn tRe 
power on, 

3. c WRen tRe cpinoccRio titfe screen appears, press any 
button on your controller, cJTie <JPinoccRio Story 
screen appears. 

4. (Press tRe A, B, X or Y Button to move 
tRrougR tRe pages of (pinoccRio’s story, 
or press SELECT to skip tRe story ancf 
go straigRt to game pfay. £>^ore of the 
story wiff unjofef as you pfay tRe game. 

5. s\t the end of the story, press START 
to begin pfay. 




















Controfs 


Controfs on aff fevefs are the same, except Jor the controfs 
on g^vef qJ\vo: gampsiefe Seating ancf gexef ^Tiree: eJTie 
Marionette S^ oxv - cJTiose controfs are fisted* Joffowing 
this section. 



(Jump 

(B) 

Spin (you must Jirst coffect 


a reef hook page to spin) 

m 

cWafk Q^ight 

(Control Pad Right) 

Wafk Qeft 

(Control Pad Left) 

gook xip 

(Control Pad Up) 

Cf)uck <J)own 

(Control Pad Down) 

















DURING LAMPSIDE SEATING (LEVEL 2): 


^ump 

(B) 

^[ah XImhreffa at a (|}ug 

(Y) 

Open XImhreffa Jor (Protection 


(When Standing), or Op en XImhreffa 


Jor (Parachute ((When ^Jumping) 

(X) 

(Wafk Q^ight 

(Control Pad Right) 

(Walk 9eft 

(Control Pad Left) 

(Jook XIp 

(Control Pad Up) 

3ook (J)own 

(Control Pad Down) 

AT THE MARIONETTE SHOW (LEVEL 3): 

£Hpve ^rm on the (I^ifjht 

(X) 

ty{ove ^rm on the Qeft 

(Y) 

Spin 

(Control Pad Up) 

(K^ick Q^ight 

(A) 

c^icR l Je/t 

(B) 

Crouch (l^ick Q^ight 

(Control Pad Down then 


press A) 

Squat f^icR left 

(Control Pad Down then 


press B)] 


(]N(ote: On the EASY setting, ^ou do not have to use the crouch 
kick to compfete the f^arionette show. 


gpcciaf 



JUMP 


(White wafking around with ^inocchio on O ne . keep an 

eye out Jor water pumps, street signs, ancf other speciaf objects 
that Cpinoccftio can use to jump higher and farther, 

SPIN 

O some fevefs, <jPinocchio can protect himsefj by spinning 
arouncf when near an enemy, qJo spin, <jpinocchio must pick 
up a reef book page. 


Clonus Sterns 


9 

PINOCCHIO S HATS 

• On the EASY setting, picking up three bats earns one 
extra try. 

• On the NORMAL setting, picking up Jive bats earns one 
extra try. 

• On the HARD setting, picking up ten bats earns one 
extra try. 











BLUE FAIRY WAND 

cpicR up a (JJfue ^airy Wanef to increase (pinocchio’s heafth. 



BOOK PAGES 

Qn your travefs, you may come across yeffow, reef, bfue, anef white 
pages Jrom a hook, cpiefc them up to get special - moves anef powers. 

• oJTie yeffow page fets cpinocchio JTy higher on hfue 
haffoons in ^evef ^our, cpteaure ^Isfanef. 

• oJTie reef page fets ^pinocchio spin arounef Jast to 
knock efown enemies. 

• cJTie hfue page fets ^Pinocchio jump higher to reach 
hiefefen Bonuses. 

• oJTie white page fets ^pinocchio stay on the sea Beef 
fonger in tjevef Six, gTie S carc ^ Jor £Mp n stro. 

m 

PINOCCHIO'S SCHOOL BOOKS 

When you pick up enough of Cpinocchios reef schoof books you 
get a chance to continue the game when you jinish aff your 
current tries. 

• On the EASY setting, picking up Jive books earns 
one continue. 

• On the NORMAL setting, picking up ten books 
earns one continue. 

• On the HARD setting, picking up fifteen books earns \ 
one continue. 



cpinoccftio’s ^(('ventures 


You are about to experience tpinocchios stor^. ^\s ^ou hefp 
tpinocchio and Cfimin^ through the adventure, remember three 
important things: 

• ^\fwa^s choose the path of truth. 

• (]}e brave enough to stand up to the bad gu^s 
no matter what. 

• Cge sefJTess b^ hefping others even when aff seems Cost. 

gTiere are speciaf chances throughout the adventures to hefp 
cpinocchio prove himsefj to the (]}fue gpair^. 'Earn the Q^ed 
CJJadge of gruth, the Yeffow q}adge of qjraver^, and the Cgfue 
qjadge of XInsefJishness from the Cgfue JJair^ and she wiff grant 
Cpinocchio his wish — to be a reaf boyf 

go [earn more about how to move, pfease see the section 

caffed CONTROLS. 







LEVEL ONE: AN ACTOR'S LIFE FOR ME 

0eppetto has sent tpinocchio off to scfioof, But 
Be wont make it there with c Honest ffohn and 
Gideon around^ (J^ont fisten to their tafes of 
<Eas^ Street. ‘Tiefp Cpinocchio choose the best path to 
schoof and (font Be tempted" into taking shortcuts^ (Jake the right 
road and the <JJ[ue JJair^ rewards ^ou with the Q^ecf ^Badge of 
oJruth. qJ ake the wrong road and , Oh ( JP' nocc ^ l ' os nosc 
growsf Get the geese and naughty Bo^s to fight each other and both 
wiff feave ^ou afonef 








LEVEL TWO: 
LAMPSIDE SEATING 


gtrombofi has forced 
(pinoccRio to dance in Ris 
marionette sRow. C[n an 
effort to gain a goocf seat 
on a famppost, ^iminy 
must JigRt off the motRs 
bugs attracted to tRe figRt. 
&or more about Row to 

move on tRis fevef, see 
tRe Controfs section. 







LEVEL THREE: MARIONETTE SHOW 

(pinocchio has his skiff testecf by the other marionettes in 
gtrombofi’s show. C°py the other puppets moves exactfy ancf the 
audience wiff throw coins and bonuses in appreciation. you 
don't , weff, you’ff have more tomatoes than 
gtrombofi’s spaghetti saucef qJo fearn more about 
the specific controfs Jor this fevef, see the 
Controfs section in this 
manuaf. 





LEVEL FOUR: PLEASURE ISLAND 

3ampwick feads <jpinocchio on a chase through 
<jPfeasure cisfand. <3ampwick ancf his jriencfs don't make 
it easy — they’re throwing Bricks and baffs at 
(pinocchiof ^\yoicf thrown objects ancf Joffow ^ampwick as 
he grabs baffoons ancf JToats away. c Hefp (pinocchio grab 
one ancf jump jrom string to string on the baffoons to catch himf 
(JjiJJerent coforecf baffoons can hofcf cpinocchio for efferent 
amounts of time, so practice on each. (JNJote: on (Easy setting, 
<jPinocchio can stay on the Jnrst baffoon he grabs ancf get through 
the fevef sajefy. 

(When you JTy up, up, ancf away to the next stage, gmnpwick 
feads the chase on a rickety ofcf roffer coaster. QTiere are fots of 
broken spaces on the track , so when you come up to one, jump 
out of your car ancf into another on the other side of the break . 
CJje afert Jor beffs that wiff switch the tracks and bonuses. ^\t the 
bottom of the roffercoaster, avoief fireworks ancf oncoming cars. 
Gather as many wanefs, hats ancf books as you can bejore 
3ampwick spoifs t he fun( 






LEVEL FIVE: 

ESCAPE FROM 
PLEASURE ISLAND 

Cpinoccfiio [earns that greed 
is bad and tries to escape 
cpfeasure island. (JJut once 
at the docks, he runs into the 
evif Coachman. (JJe brave as 
^ou hefp cpinocchio knock the 
Coachman into the water, 
and the Cgfue g^air-y wiff 
reward ^ou with the Yeffow 
CQadge oj (JJraver^. 





LEVEL SIX: SEARCH FOR MONSTRO 

c Hetp Cpinoccfiio make his way afong the Bottom of the sea as he 
searches Jor <X°nstro the whafe. (pick up cfams to hefp weigh 
yoursefj to the sea JToor, cJTiey onfy fast a short 
white though, so keep Jinking as many as you 
can, Q^eep your eyes open — ^onstro is cfoser 
than you think, ^Ise g ca Anemones and 
^X.anta (J^ays to hefp you cross dangerous 
areas and the stream of huhhtes to move 
up and down. 



LEVEL SEVEN: FISH! 


CaugRt up in a furge sRoaf oJJisR, (pinoccRio swims witR 
them to get away Jrom £Hpnstro. (Refp (pinoccRio stay ahead 
oj £Mpnstro grabbing JisR and jumping Jrom taif to taif. 
cThe fonger cpinoccRio stays ahead, tRe more bonuses 

youTf coffect. cWatcR out Jor fion JisR — tRey don’t 
fifce to be grabbed — but some speciaf JisR and 
turtfes wiff Refp you boost ahead. (Watch Jor tuna 
that burp out bonuses^ 




LEVEL EIGHT: INSIDE MONSTRO 


<3ooks [ike ^onstro got you anyway but that’s okay, because 
now you can Fiefp 0eppetto get away. you wander around 
the shipwreck, hefp cpinocchio coffect Jirewood he can use to 
huifd a smoky Jire by spinning into crates to break them apart. 
c ^ight a Jire, and ^onstro wiff sneeze everyone out into the sea. 
gpin into crates to break them apart. cWatch out for crabs and 
spiky wood, and jind 0eppetto so you can both escape. 





LEVEL NINE: ESCAPE FROM MONSTRO 

Chasecf by tRe migRty ^Xpnstro, you must Ftefp <jpinoccRio and 
0eppetto row tReir raft to safety by ducking and jumping rocks. 
(When your raft Rits a rock and cracks apart, remember to tRink of 
someone efses safety before your own - 0eppetto’s fife may depend 
on it. ®o tRe rigRt tRing, and tRe Cgfue J^airy appears one fast 
time to bestow tRe (JJfue (JJadge of c ^Inscffishness on ^PinoccRio. 

<WitR your Refp, cpinoccRio Ras proved Rimseff wortRy of being 
a reaf boy. oJTte ^Rfue ^airy waves Rer magic wand, and 
geppettos dream comes true. 
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